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(54) Multiple progressive jackpots for a gaming device 



(57) A gaming machine is described wherein a play- 
er first plays a primary game, such as the spinning and 
stopping of mechanical or video reels displaying sym- 
bols. A plurality of progressive jackpots is displayed to 
the player. Upon a jackpot-winning outcome of the pri- 
mary game, the number of different progressive jack- 
pots paid to the player depends on the number of credits 



bet by the player. In one embodiment, the jackpot above 
each column of symbols gets incremented upon a spe- 
cial symbol, such as a credit value, being displayed in 
that column. As the jackpots are won, other jackpots are 
shifted over the columns to replace the won jackpots. In 
another embodiment, the determination of which jack- 
pot is won depends on the outcome of the primary game. 
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Description 

[0001] This invention relates to gaming devices and, 
in particular, to a progressive jackpot technique for a 
gaming device. 

[0002] In a typical progressive jackpot gaming ma- 
chine, a progressive jackpot is accumulated by allocat- 
ing a percentage of the wagers to the jackpot. The jack- 
pot is won by video or mechanical reels displaying a spe- 
cial combination of symbols. Typically, a number of gam- 
ing machines are linked and share the same jackpot, so 
the jackpot usually becomes very large. 
[0003] Since the winning of the jackpot is very infre- 
quent, the players are not particularly motivated to keep 
playing the machines. Further, since a minimum bet of 
one credit can win the entire jackpot, the players do not 
have incentive to bet more than one credit per game. 
[0004] What is needed is a gaming device that gives 
the player added incentive to keep playing the device 
and make higher wagers. 

[0005] A gaming machine, also referred to as a slot 
machine, is described wherein a player first plays a pri- 
mary game, such as the spinning and stopping of me- 
chanical or video reels displaying symbols. Upon certain 
special outcomes of the primary game, one or more dif- 
ferent progressive jackpots are paid to the player. 
[0006] In one embodiment, symbols are displayed in 
a 5x3 array on a video screen so that there are five col- 
umns of three symbols. Above each of the five columns 
is a progressive jackpot amount. 
[0007] The player is allowed to bet one to five credits, 
where increasing the bet increases the conventional 
awards for winning symbol combinations in the primary 
game. If a special symbol combination occurs, such as 
five of a kind across an activated payline, then the player 
wins the number of progressive jackpots corresponding 
to the number of credits bet for the game. As an exam- 
ple, if the player bets one credit for the game and a jack- 
pot symbol combination occurs in the primary game, the 
player only wins the first progressive jackpot displayed 
over the first column of symbols. If the player bets the 
maximum of five credits, the player wins all five progres- 
sive jackpots. 

[0008] In one embodiment, as the player continues to 
play, the progressive jackpots are increased based up- 
on various factors such as special symbols being dis- 
played in the primary game. As the displayed progres- 
sive jackpots are being filled, hidden jackpots are also 
being filled based upon any number of factors, such as 
a percentage of the wagers or a percentage of the visible 
jackpots. As one or more progressive jackpots are won 
by the player, the "train" of progressive jackpots shifts 
so that the hidden jackpots now become visible and are 
aligned over associated columns of symbols. 
[0009] The jackpots, being generally lower than con- 
ventional progressive jackpots, have a higher probabil- 
ity of winning than conventional progressive jackpots. 
Thus, players play longer in order to win one or more 



jackpots. Additionally, the player has an incentive to bet 
higher amounts in order to win additional jackpots. Thus, 
the revenue of the gaming machine is increased. 
[0010] The gaming machine may be a stand-alone 
5 machine, a linked machine, an Internet-connected ma- 
chine, or any other suitable device. 
[0011] Numerous variations of this multiple progres- 
sive jackpot game are described and fall within the 
scope of the invention. 

10 

Fig. 1 illustrates a display screen on a video gaming 
machine, where the primary game is the random se- 
lection of a 5x3 array of symbols, and progressive 
jackpot amounts are accumulated corresponding to 
15 each column of symbols. 

Fig. 2 illustrates how the progressive jackpots in 
Fig. 1 have been increased by special symbols be- 
ing displayed in a column associated with a pro- 
20 gressive jackpot. 

Fig. 3 illustrates that the player achieved a jackpot 
symbol combination after betting three credits, thus 
causing the player to be awarded the first three pro- 
25 gressive jackpots, along with any conventional 
award for the jackpot symbol combination. 

Fig. 4 illustrates how the progressive jackpot 
amounts shift columns to fill in the jackpots that 
30 have just been won by the player. 

Fig. 5 is a perspective view of conventional video 
gaming machines that may incorporate the present 
invention. 

35 

Fig. 6 is a block diagram of various key functional 
units in a conventional gaming machine pro- 
grammed to carry out the present invention. 

40 [0012] In Fig. 1, a display screen 10 on a gaming ma- 
chine displays a primary portion 1 2 of a game and a pro- 
gressive jackpot portion 14 of the game. Display screen 
10 may be a CRT, a liquid crystal display (LCD), a thin 
film transistor display, or any other type of display. Alter- 

45 natively, the primary game may be motor-driven me- 
chanical reels instead of simulated reels on a video 
screen. 

[001 3] In the example of Fig. 1 , the primary game con- 
sists of a 5x3 array of symbols that are randomly select- 
so ed by a random number generator in the machine. Such 
a random selection emulates a 5x3 array of rotating 
reels. The outcomes of each of the "reels" are illustrated 
as symbols A-O. The invention is not limited to the 
number of symbols displayed. For example, the primary 
55 game may consist of three reels displaying from one to 
three symbols per reel. 

[0014] Above each column of symbols is a progres- 
sive jackpot display 16-20. Each display 16-20 is asso- 
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ciated with the column of symbols beneath it. 
[001 5] The first progressive jackpot to fill in for a jack- 
pot that has been won by a player is shown as jackpot 
21, to be described in greater detail later. Jackpot 21 
may be a hidden or visible jackpot. 
[0016] Fig. 2 illustrates how each of the progressive 
jackpots may be incremented during play. Each column 
of symbols includes value symbols that, when dis- 
played, increment the jackpot associated with that col- 
umn by a specified amount. In the example of Fig. 2, the 
symbols $50 and $100 increment the corresponding 
jackpots by $50 and $100, respectively. Any other type 
of symbol for incrementing the jackpots may be used. 
[0017] If the machine were in a bank of linked ma- 
chines sharing the same jackpots, any value symbol dis- 
played in the primary games played by each machine in 
the bank would increment the corresponding jackpot for 
all the machines in the bank. 

[0018] Additionally, the progressive jackpots dis- 
played to the player, and any hidden jackpots, may also 
be incremented based upon the wagers of the player 
playing the machine or the combined wagers of players 
playing linked machines. 

[001 9] Accordingly, as the player continues to play the 
primary game, the jackpot amounts are increased, thus 
adding excitement and giving the player the feeling that 
she has invested in the machine. Since the jackpots may 
be awarded more frequently than conventional progres- 
sive jackpot amounts, the players sense that they have 
a reasonable chance of winning one or more jackpots. 
The player will thus continue to play in order to get her 
investment back in the form of a jackpot win. 
[0020] In a machine linked to other machines that 
share the same jackpots, the jackpots do not change 
when a player cashes out. For a stand-alone gaming 
machine that is not linked, it may not be desirable to 
keep the progressive jackpots the same when the player 
cashes out or else potential players may only want to 
play those machines that have large accumulated pro- 
gressive jackpots. Therefore, in a stand-alone machine, 
each jackpot 16-20 may have a different default starting 
amount based upon any number of factors, where the 
starting amounts for the jackpots are displayed after a 
player cashes out of the machine. Alternatively, the jack- 
pot amounts for a stand-alone machine are not reduced 
after a player cashes out. 

[0021] In Fig. 3, the player has hit a jackpot symbol 
combination in the primary game. The designer of the 
game may of course select any symbol combination to 
be a jackpot win. In the case of Fig. 3, the jackpot win 
is five of the same type of symbol (in this case F) across 
an activated payline, in this case a center payline. The 
number of progressive jackpots won pursuant to the 
jackpot symbol combination is based upon the number 
of credits bet by the player for that particular game. In 
one example, the player may bet anywhere from one to 
five credits, where the conventional awards for various 
symbol combinations increase proportionately as the 



player increases the number of credits bet per game. 
An added incentive for the player to bet additional cred- 
its is that, for a jackpot symbol combination, the player 
wins as many jackpots as credits bet, starting from right 
5 to left in the line of jackpot amounts 16-20. Since it is 
assumed in Fig. 3 that the player has bet three credits, 
the player wins the jackpots 16-18, totaling $850. In ad- 
dition to this combined jackpot amount, the player may 
also win a conventional award for the five symbols. The 
jackpot award will typically be provided to the player in 
the form of credits on a credit meter. 
[0022] It may be the case that jackpots 19 or 20 be- 
come very high. Since jackpots 19 and 20 require a bet 
of 4 or 5 credits to win, the player has a strong incentive 
to bet 4 or 5 credits, since a player would normally not 
obtain more than one jackpot symbol combination dur- 
ing a gaming session. 

[0023] The presentation of jackpots and the order of 
jackpots won may take on any form. 
[0024] As seen in Fig. 4, the winning by the player of 
jackpots 16-18 causes the jackpot amounts to shift three 
places to the right, so now what was previously jackpot 
19 is now jackpot 16. The hidden jackpots (e.g., jackpot 
21) are shifted into the jackpots 18, 19, and 20. There 
may be any number of hidden jackpots. 
[0025] In one embodiment, the symbols that increase 
the jackpot amount may be either preselected by the 
gaming machine or selected by the player. For example, 
the player may choose a plum symbol to increase a jack- 
pot by a certain amount, such as $25. The plum value 
may be based on the probability of the plum being dis- 
played. The machine's processor may even change the 
probability of a jackpot-incrementing symbol occurring 
in order to generate desired jackpot amounts. 
[0026] In another embodiment, the train of jackpots 
16-20 may shift at predetermined or random times, in- 
stead of only when a player wins. 
[0027] In another embodiment, the triggering event 
for winning a jackpot is not a known symbol combination 
but may be a mystery event. For example, a jackpot con- 
troller may randomly, or based upon other criteria, select 
a gaming machine for winning a jackpot. The number of 
jackpots won by the player may still be based upon the 
number of credits bet on the game. In another embodi- 
ment, a jackpot controller designates one of the gaming 
machines to display a winning symbol combination at a 
random time or upon the progressive jackpots exceed- 
ing a certain value (either a predetermined value or a 
randomly chosen value), or based on any other criteria. 
[0028] Instead of values being displayed on the reels, 
as in Fig. 2, the values that increment the jackpots can 
be hidden and represented as question marks (or other 
suitable icons) on the reels. The player can then touch 
one of the question marks, using a touch screen, to se- 
lect which hidden value gets added to the jackpot for 
that column. Instead of the player choosing, the gaming 
machine may automatically choose one of the hidden 
values. 
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[0029] There may be more than five jackpots. For ex- 
ample, each symbol or a subset of the symbols may be 
associated with a separate jackpot. If a combination of, 
for example, five of the same symbol is displayed, the 
player wins the jackpot associated with that symbol. The 
jackpots may be filled in any manner. In one example, 
a value displayed on the reels is randomly applied to 
one of the jackpots, or the values are applied to the jack- 
pots from right to left or left to right. A player may add a 
jackpot by betting an additional amount. 
[0030] The jackpot display may be mechanical, such 
as by using flip cards, wheels, reels, or a belt drive with 
values printed for display. The jackpots may also be dis- 
played using OLEDs, LEDs, an LCD, or any other type 
of display means. The main game may also be dis- 
played using mechanical means, such as motor-driven 
reels. 

[0031] If the gaming machine is in a bank of intercon- 
nected machines with common progressive jackpots, a 
central jackpot controller may control the various jackpot 
displays, or one of the gaming machines in the bank may 
act as a master to control the jackpot function. Instead 
of the jackpots being displayed on the same screen 10 
as the primary game, a centralized jackpot display may 
be provided for viewing by all players playing the bank 
of gaming machines. 

[0032] Accordingly, a game has been described 
where the player is given an incentive to keep playing 
the machine, and the player has an incentive to bet an 
increased number of credits per play in an attempt to 
win additional progressive jackpots. 
[0033] Although the invention can be easily imple- 
mented by modifying most types of modem gaming ma- 
chines, one particular gaming machine platform will be 
described. 

[0034] A system of linked gaming machines 60 is 
shown in Fig. 5. The jackpot portion of the system may 
be controlled by a central jackpot controller. Gaming ma- 
chines 60 are linked within a communication network by 
wires 62 or by a wireless connection. The gaming ma- 
chines 60 may be video types that display the game on 
a display screen or may be motor-driven reel types 
where awards are based on combinations of symbols 
across one or more pay lines. The inventive game may 
also be performed on a stand-alone machine. 
[0035] Fig. 6 is a block diagram of one gaming ma- 
chine 60 that may be linked to other gaming machines 
and may include software to carry out the inventive 
game. The gaming machine 60 may use conventional 
hardware. A communications board 62 may contain 
conventional circuitry for coupling the gaming machine 
60 to a local area network (LAN) or other type of network 
using Ethernet or any other protocol. The game control- 
ler board 64 contains memory and a processor for car- 
rying out programs stored in the memory and for provid- 
ing the information requested by the network. The game 
controller board 64 primarily carries out the game rou- 
tines. 



[0036] Peripheral devices/boards communicate with 
the game controller board 64 via a bus 66 using, for ex- 
ample, an RS-232 interface. Such peripherals may in- 
clude a bill validator 67, a coin detector 68, a smart card 
5 reader or other type of credit card reader 69, and player 
control inputs 70 (such as buttons or a touch screen). 
An audio board 71 converts coded signals into analog 
signals for driving speakers. A display controller 72, 
which typically requires a high data transfer rate, con- 
to verts coded signals to pixel signals for the display 73. 
Display controller 72 and audio board 71 may be directly 
connected to parallel ports on the game controller board 
64. 

[0037] The inventive game may also be played on-line 
15 via the Internet, and any suitable computer and display 
device, such as a home computer or a mobile telephone, 
may be used to play the game. 
[0038] Having described the invention in detail, those 
skilled in the art will appreciate that, given the present 
20 disclosure, modifications may be made to the invention 
without departing from the spirit of the inventive con- 
cepts described herein. Therefore, it is not intended that 
the scope of the invention be limited to the specific em- 
bodiments illustrated and described. 

25 

Claims 

1. A method performed by a gaming device compris- 
30 ing: 

generating an outcome of a primary game, the 
primary game generating jackpot winning out- 
comes and non-jackpot winning outcomes; 

35 

offering a plurality of jackpots to a player; and 

awarding a number of jackpots to a player for 
a jackpot winning outcome in a current game 
40 based on an amount bet by the player for the 

current game. 

2. The method of Claim 1 wherein generating an out- 
come of a primary game comprises displaying at 

45 least one row and multiple columns of symbols, 
wherein combinations of symbols across one or 
more paylines determine the jackpot winning out- 
comes and the non-jackpot winning outcomes. 

so 3. The method of Claim 1 further comprising incre- 
menting the plurality of jackpots based on, at least 
in part, the occurrence of certain icons displayed in 
the primary game. 

55 4. The method of Claim 1 further comprising incre- 
menting the plurality of jackpots based on, at least 
in part, a percentage of wagers bet by one or more 
players. 
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5. The method of Claim 1 further comprising: 

detecting a number of credits bet on a primary 
game, wherein awarding a number of jackpots 
comprises awarding a number of jackpots 
equal to the number of credits bet for the pri- 
mary game. 

6. The method of Claim 1 wherein the plurality of jack- 
pots comprises visible jackpots that may be won by 
a player for a current game and hidden jackpots that 
may be won by a player in future games. 

7. The method of Claim 1 further comprising replacing 
the number of jackpots won with one or more other 
jackpot amounts. 

8. The method of Claim 7 wherein the other jackpot 
amounts comprise hidden jackpot amounts that 
were not visible to the player in the previous game. 

9. The method of Claim 1 wherein awarding a number 
of jackpots comprises awarding the plurality of jack- 
pots to the player when the primary game generates 
a jackpot winning outcome and the player makes a 
maximum bet. 

10. The method of Claim 1 wherein the gaming device 
is one of a plurality of gaming devices having a com- 
mon plurality of jackpots. 

11. The method of Claim 1 wherein the primary game 
comprises displaying a plurality of symbols in at 
least one row and in multiple columns, each jackpot 
being associated with a column, the method further 
comprising incrementing a jackpot associated with 
a particular column when a jackpot-incrementing 
symbol is displayed in that column. 

12. The method of Claim 11 wherein, after awarding a 
number of jackpots, remaining jackpot amounts are 
shifted to different columns. 



awarding a number of jackpots to a player 
for a jackpot winning outcome in a current 
game based on an amount bet by the play- 
er for the current game. 

5 

14. The device of Claim 13 wherein awarding a number 
of jackpots comprises awarding the same number 
of jackpots as credits bet for the current game. 

10 15. A method performed by a gaming device compris- 
ing: 

generating an outcome of a primary game, the 
primary game generating jackpot winning out- 
15 comes and non-jackpot winning outcomes, 

wherein the primary game comprises display- 
ing a plurality of symbols in at least one row and 
in multiple columns; 

20 offering a plurality of jackpots to a player, each 

jackpot being associated with a column; and 

incrementing a jackpot associated with a par- 
ticular column when a jackpot-incrementing 
25 symbol is displayed in that column. 



35 



15 



13. A gaming device comprising: 

45 

a display (10) screen for receiving signals from 
a processor for displaying images; and 

a processor, the processor being programmed 
to carry out the process of: 50 

generating an outcome of a primary game, 
the primary game generating jackpot win- 
ning outcomes and non-jackpot winning 
outcomes; 55 

offering a plurality of jackpots to a player; 
and 
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